
OVERVIEW: 

The Russians didn’t let the 
harshness of life above the Arc¬ 
tic Circle dampen their spirits 
or hinder their entertainment. 
They invented Sahkku. an excit¬ 
ing game that keeps the blood 
moving and brain-wheels spin¬ 
ning! 

Sahkku is an engaging capture/ 
strategy game all about con¬ 
trolling the King and activating 
your Pieces. Planning ahead 
and moving the right pieces 
in the right order is key. as is 
blocking in your opponent’s 
Pieces to achieve a fast victory. 
But you need luck as well! With¬ 
out the right roll of the special 
4-sided dice, your Pieces are 
stuck and your enemy can trap 
you before you can begin your 
attack! 





REQUIRED: 

2 PLAYERS 
30 MINUTES 
15 PIECES 

7 EACH OF 2 COLORS 
1 UNIQUE PIECE 

TWO 4-SIDED DICE 



ORIGINS: 

Russia ~ 1200CE 

AUTHENTICITY: 

70% 

Sahkku is a poorly documented 
game, but we utilized the most 
common elements from the 
available sources. We reduced 
the board size to enhance play. 

HISTORY: 

Sahkku is a running/fighting 
game with a mysterious history 
that suggests it is the Sami 
people’s variant of fab / daldos. 

Game board artifacts for Sah¬ 
kku have been found on the 
Kola Peninsula dating back 
to the 1200’s, but it’s history 
stretches back much farther. 


The first variants came from 
Egypt, travelled with traders 
through Europe to Denmark 
where the game flourished and 
evolved info Daldos. Danish 
fishermen spread the game 
through the fishing villages of 
Finland, Sweden, Norway, and 
Russia, where if evolved even 
further info Sahkku. 

In the mid 19th century, the 
Laesfadianism Church banned 
the game and burned many 
boards and written references. 
The church renamed the game 
“Sahkku”, literally meaning the 
game of the devil. But this ban 
did not stop enthusiasts from 
Playing! The Sami people be¬ 
gan using chess boards to hide 
their forbidden indulgence. 
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SETUP: 

Players each select a color 
and Place their stones on their 
end of the path, one stone per 
space. 

The King is Placed on the 
marked center space. 


HOW TO WIN: 

Players win by capturing all of 
their opponent’s active stones. 


ON YOUR TURN: 

First, roll by tossing the dice 
onto the board. 

Second, move your stonefsJ 
the number of spaces rolled. 

Third, remove captured stones 
from the board. 


MOVEMENT: 

Each of the dice is used to 
move one stone that number 
of spaces. 

Stones move along the path, 
following the connected 
spaces. 

All dice must be used. 


RULES 


MOVEMENT: 

Stones only reverse direction 
when they reach the space 
adjacent to an inactive stone. 

To capture, a stone must 
land on the same space as an 
opponent’s stonefsJ. 

No stone is required to move 
unless if is that Player’s only 
active stone. 


OTHER RULES: 

Each stone begins the game 
inactive. 

An inactive stone can not be 
captured. 

A stone can not move until if 
has been activated. 

To activate a stone, you must 
roll a “1” and move that stone 
one space toward the center. 

A stone can not be activated 
unless the adjacent space is 
empty. 
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OTHER RULES: 

Stones on the same team can 
share a space. 

Multiple dice can be used to 
move the same stone. 


THE KING: 

If the King is captured, if 
remains on the board. 

The last Player to capture the 
King controls the King. 

The King can move from space 
to space along the path in any 
direction. 

The King can also move from 
space to space along the 
arrows. 

ACTIVATING: 

The diagrams below show 
correct and incorrect ways to 
activate a stone. 
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